This paper presents an industrial application called "RVPI" [1] for training operators in a tyre manufacturing plant. This training is performed through an Informed Virtual Environ ment integrating different aspects of human activity and ex pertise. To create the system, knowledge extraction and a co design of the system have been realized in collaboration with the German tyre manufacturer Continental. The system is de ployed in real plants in five different countries and is now be coming a regular training tool. Results show that production costs are reduced with RVPI due to a shorter training period and a better understanding of the process.
INTRODUCTION
For several years virtual environments in many studies were focused on modelling and simulating realistic systems. How ever, less attention has been paid toward the integration of human activity knowledge in the virtual environment where interaction is needed. When examining training for manufac turing several parameters are emerging:
• the increasing level of technological tools (computer ized machines, industrial automatons )
• the lack of qualified operators
• the need to reduce the training period
The impact of training on production is very heavy: reducing the training duration and improving the quality means reduc ing the production cost. A virtual reality system can answer these requirements and offers the possibility to replace a real machine by a virtual one during the training, which brings a better productivity. The German tyre manufacturer, Conti nental was interested to reduce the training period from eight to six weeks and to increase the level of knowledge of new operators with a virtual reality based training system. To enforce safety functions and comfort while resisting to damage (UV, wear, heat, etc.) a tyre is composed of no less than fifteen different rubbers, each one destined to a specific location: side wall, tread, inner liner, bead apex, etc. Among the 75 to 80 products used for tyre manufacturing we can dis tinguish the natural rubber (12%), the synthetic rubber, silica, carbon powder, oils (specially turnip oil which has a plasti cizing capacity and a resistance to low temperatures), sulphur for vulcanization, activators and accelerators to allow better homogeneity of the mix. A semi-automatic machine assem bles the external part of the tyre before vulcanization, which means the carcass constituted of the tread and its internal part serving as a tube. Manufacturing with virtual reality [2] may be divided into three fields of industrial activity:
• the first one is the planning which makes it possible to envisage flows of production and to organize the vari ous production stages
• the second one is the simulation as a mean of displaying the results and sharing visualisation
• the last one is the training where virtual reality allows learning of tasks on a virtual machine without danger, stress and production interruption.
Several training systems have been developed with this in mind. A welding simulator developed for the AFPA (French association for technical learning) named CS-Wave [3] trains the user the technical gesture and improves their understand ing of the invisible phenomena in the real world. Arvi [4] allows fire fighters to be immersed in a fire or a catastrophe crisis through a virtual environment. Fiacre [5] is a system where high speed train drivers are trained on railway interven tions. 'lYre manufacturing with virtual reality (VR) is a new application to train operators on a complex and very expen sive machine. Our system is called RVPI (Ralit Virtuelle pour la Production Industrielle) is a new training system based on virtual reality system. This VR system is composed of two interfaces and a physical bench ( Figure 1 ). The first inter face is 3D , representing the operator's station (production machine and its environment), in which the operator's aim is to produce a part of the tyre. The second interface is a real machine's control panel connected to the VR environment; it allows the user to control the manufacturing machine in the real world and its digital representation in the VR system. We suppose that our system is useful for the comprehension of the machine functions, but not on the material manipulation gesture training. We have therefore added to the VR system an old machine named the "physical bench" in order to train the operator on specific manual tasks. On the virtual machine we can visualize the complete tyre building process. This pro cess can be carried out in a correct way or a degraded way. In the second case, we can modify several parameters of the ma chine to simulate a malfunction, thus allowing the operator to learn how to correct them. Interaction and navigation are free in virtual visit and test modules and limited for predefined procedures to learn.
We do not represented a physicaly realistic process in the 3D scene; our goal is to understand the tyre building process and the adjustments made on the machine instead of simulat ing the physical assembly of tyres, like rubber bending and welding. In a lot of cases, knowledge is either completely dissociated from the environment (for example 2D texts dis played above the 3D scene) or associated to the environment and become full objects of the environment. We propose knowledge based models accessible in the 3D scene, and we explore the possibilities of virtual reality interfaces to add per ceptive knowledge to the environments as in [6] .
BUILDING RVPI

Knowledge extraction
The first knowledge extraction was related to the pedagogical aspects of the training. A pedagogical method was used to de fine the training manuals after some interviews with various actors (operators, training manager, production technicians, quality technicians and trainers). Safety and quality rules were represented in the manuals and in the system. Manuals are the link between the virtual environment and the physi cal bench. The second knowledge extraction was focused on technical aspects of the machine and was based on discus sions between Continental and us. This extraction is included in a collaborative design phase.
Collaborative design method
For the design of this system (Figure 2 ) we adopted the fol lowing method. Actors in connection with the project such as engineers and VR experts worked with Continental opera tors and trainers. The first step was an ergonomic tasks study, performed by an independent entity. After this study, the ac tors identified precisely the real manufacturing process on the machine to be simulated and a first 3D virtual machine was modelled. Then the manufacturing process was divided into elementary actions (example: go to that part of the machine, start this command ... ). These actions were scheduled accord ing to the procedure of the real machine, resulting into the VTMP (virtual tyre manufacturing process) of all operations of the machine. The VTMP is a scheduled description of all the simulation elementary parts. The virtual machine and the VTMP were evaluated according to the criteria of industrial safety and quality (respect of security area, security equip ment used by the avatar, presence of Kanban cards) In figure  2 , we see the complete collaborative design-process.
System architecture
The digital parts of RVPI (Figure 3 ) consists of two different interfaces. The first one is an industrial control panel includ ing the real machine controller. The second element is the digital environment. This environment is made of a database and an html interface with a 3D module (Virtools [7] ) for in teractive representation of the virtual machine (Figure 4) . A training tracking module provides training sessions data col lection. International deployment is enabled by a multilingual web interface. We synchronize the 3D mock-up with the PLC (Programmable Logic Controller) through an OPC connec tion. The OPC is a standard protocol for communication with PLCs. This communication is ensured through a Virtools plu gin, developed internally.
RESULTS AND DISCUSSION
Results
Our system was designed as a central tool in a new indus trial training. The main goal of this new training system was to reduce the training period from eight to six weeks and to increase the level of knowledge of new operators. Actually most parts of the training period were done in four or five weeks which is a good first result. Another advantage is the increased production because the RVPI system provides a vir tual machine and frees the real one which becomes available for the other operators.
In the RVPI training, the machine running-time ( Figure 5 ) represents only 50% of the training time. Three weeks against eight represent a 60% gain. In reality, we can even reduce it to 2.5 or 2 weeks depending on the trainee, so almost a 75% gain. It is due to the use of the system in the first weeks. Figure 6 shows the comparison between the operators' ef ficiency during the previous and new training with the system. The new training efficiency values was recorded on 14 new trained operators and previous training efficiency values was provided by the process enginnering department. Efficiency is the number of good tyres (without defects) produced by an operator per the standard number of tyres defined by the process engineering department of the plant. Comparatively, in the new training, operators have a capacity to produce the early days much higher during the training. This means that when moving to production, trainees have production rates equivalent to 50% of standard production. This improvement saves the otherwise lost production from the first day of train ing. Although the increase in efficiency is lower compared to the previous training, the level of efficiency is much higher in this new training right from the first day. One can eas- ily deduce, that the operators are quicker able to use the ma chine with the new training. Moreover, these results don't use other parameters such as level of knowledge that cannot be compared to the previous training, because the new train ing involves much broader knowledge than the previous one, including the settings and malfunctions. The gain in production through the new formation was estimated to 2200 tyres produced, about 4 men by day of production over the 6 weeks of training. In addition, during the time earned on the training, operators can produce more tyres from the start of training. The same training system was installed in Romanian plant and it was evaluated. Results show that Romania operators are 54% more efficient when they used the system during the training and the quality level increases by 25% from the previous training directly on ma chine. As in the French plant, the training time is reduced by 50% and the machine is freed during system training.
Discussion
It is indisputable that these results are industrial performance and not results recorded in controlled experimental condi tions. However, they reveal that learning in a virtual envi ronment is suitable for understanding complex processes and that even in comparison with the training on the real system. To explain these results we can highlight the use of virtual re ality to reduce the anxiety of the learner. Indeed, the user is less distracted by fear of doing wrong actions and being faced with a stressful and impressive machine, he can concentrate on understanding the manufacturing process. In addition, the use of virtual reality allows a decomposition of this process specific training
CONCLUSION AND PERSPECTIVES
The RVPI training system provides a case study in the use of Virtual Reality in a real manufacturing plant. Five countries are now using it daily, and the project won a prize (Imagina 2008) in the category "Industry/best performance". The difficulty in this work was to select the process scenario among a lot of possibilities, including malfunctions. A knowledge extraction based on the pedagogical expertise of our team and a co -designing method between the plant employees and the university has led us to a system composed of two parts:
• a real digital control panel
• an informed virtual environment
Industrial results show a decrease in the training period and a better performance for tyre production. Another VR tool has emerged from the RVPI project with the creation of a startup Reviatech [8] (France). We explore the possibility to extend the principles of informed virtual environment to a maintenance case, taking into account gesture of expert.
